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GAMESMASTER 

1. Equipment required: In addition to an MSX computer with a 
minimum of 16K memory and two or more slots, certain items 
are needed to implement ail the functions of the Gamesmaster, 

2. Requirements: Data Recorder or Disk Drive, Primer. 

3. Set up procedure: Connect all external options as described in 
iheir respective manuals, 

a) Insert Gamesmaster cartridge in slot 1 of computer. 

b) Insert games cartridge of choice in slot 2, 

4* Operation 

a) Turn on all external options. 

b) Turn on MSX computer, 

cj Did a screen appear with a message similar lo the following: 



If WO the cartridges may not be in the proper slots. Turn 
computer power off, exchange cartridge positions, and turn 
computer on. 

d) Press cursor key. [&| or 0 so that Penguin selects correct 
menu item 

e) Press space key to start chosen item. 
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a) 

b) 

c) 

d) 


Pause Mode (Stop): This mode suspends playing of the game. 

Operation 

Select GAME on start screen and press space key. 

Start g ame, 

Press | stop | during game play, immobilising all objects on 
screen. 

To restart the game, press the 


STOP 


key again. 


A) 

b) 

c) 

d) 

0 ) 

7 , 


*■) 

b) 

c) 

d) 

e) 

n 

Q) 


During pause, [he CAPS lamp on the keyboard lights up. 

Game Frame Scroll Mode I stop ] , (77] 

Enables game frames to be moved one by one, showing step 
by step play 

Operation 

Choose GAME on start screen, and press space key. 

When gom e scree n appears, start the game. 

key during the game (to obtain pause mode), 
key. The game will move to the next frame each 


STOP 


Press the 
Press the 

time the key is pressed. 

To exit to I he normal game mode, press the STOP key again, 

. feikl 


Slow Motion Play Mode: STOP , ESC 


in:; ! 


Allows playing of the game at reduced speed. 

Operation 

Choose GAME on slart screen, and press space key. 

When game scr een appears, start the game, 

Press the [stop 1 key during play to pause the game, 

Press the | esc I key, Now you ere ready to effect the 
slow-mollon I unci ion 

Press the | DEL 1 key. Each lime the key is pressed, game speed 
increases, 

Pressing the 

key, to set 


i ns | key slows speed down. 


To reset game to original speed, press the 
up slow motion, restart from 3. 


STOP 


8, Number of Players setting mode [o] through [9] [ret | , i as 


Allows you to change the number of players-, 
a) Choose MODIFY on the start screen and press the space key. 




































b) 

d} 

e) 

0 

s) 


9. 


a) 

b) 

c) 

d> 

&} 

0 

Sf) 


10 , 


Press a cursor key, ® or E , to position the cursor to 
MODIFY PLAYER HUMBER. Press space key. 

Input the n umbe r of players through the ten key pad [0] - [JO ■ 
Press the |ret I key to terminate the data input. Display 

returns to screen in step 1. _ 

To correct the input data, use the [ BS,J or cursor ^ key 
After the mode setting, choose START GAME on screen 
display, and press space key. 

After game screen appears, start game. The number of players 
should have changed. 


Game Stage Number Selection Mode; [0] - [a], I RET I , | BS 

a - 

This mode allows you to start game from the desired stage 

Operation 

Choose MODIFY on start screen and press space key 
Press a cursor key, to position the cursor to MODIFY STAGE 
HUMBER, Then press space key, 

input the stage number required through the len key pad. |jD - 

@3, 

press Ihe [pet] key to terminate the data input Display 

returns to screen in step 1, ___ 

To correct Ihe input data, use the 1 B5 j or cursor Bl key, 
After the mode setting, choose START GAME on screen 
display, and press space key. 

After games screen appears, start game. The game should 
begin at the selected stage 


Ranking Mode: 

In this mode you can record the game scores from the first rank 
10 the tenth with player names. 

The recorded ranking dale can be saved to tape or disk lor later 
use. 

The recorded ranking data can also be printed on a primer, 

Operation 

(before game start) 

Selling of the ranking mode * Ranking-data load 
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★ Ra nking-date in iti n hzation Refer to 1.1.1. 


(just after game start) 
Registration of the player names, 
{during game piay) 

Ranking^data display 
Ranking-data prinl-Out 
Ran king-data save 
Ranking-data load 
Player name change 


Refer to 1.1,2, 

Refer to 1.1.3. 
Refer to 1.1.4. 
Refer to 1.1.5, 

Refer to 1.1.6. 


The following paragraphs explain these in succession: 


1.1.1 Setting the Ranking Mode - jv] , 


space | 


A. Function 

The following three methods are available for the initialization 
of ranking data: 

a) updating of ranking dal a - CLEAR RANKING DATA mode (the 
old data Is erased). 

b) use of tape-saved ranking dale - LOAD TAPE DATA mode {(he 
saved data remains retained). 

c) use of disk-saved ranking data LOAD DISK DATA mode, 


PRECAUTION: 

Alter turning on the MSX, Oh sum to axecgie one ol the above 
Initialization methods prior to ranking, II not executed, ranking 
date display and print-out nne not effected 


B Operation 

(T) Choose MODIFY on ihe start screen and press the space key 
(2) Select ranking mode with cursor Then press the space key 
Your screen changes to the following: 


RANKING MODE 
LOAD DISK DATA 
LOAD TAPE DATA 
CLEAR RANKING DATA 
END 












(3) Choose one of the initialization methods described above, 
a. CLEAR RANKING DATA mode 

* Position the cursor to CLEAR RANKING DATA on the screen 
and press the space key, 

The ranking data is cleared. 1Q r 0OQ points will be set in the trrsl 
rank tor the player "KONAMI" 

b LOAD DISK DATA mode 

it Position the cursor to LOAD DISK DAT A on the screen and 
press the space key, The following screen will appear. 


DISK-LOAD SEARCH FILL 

RANKING 


* This screen Indicates lhal (he ranking data files on the disk are 
being retrieved, If the files are found, then the screen changes 
to the following 


DISK-LOAD 

SELECT FILE NAME 

RANKING 

-KABCROI 


DEF-ROI 


GHI.RQ1 

RC-7U1 



The found file names are displayed. The maximum number of 
file names per frame is three. Files up to 20 can be displayed by 
successively pressing the d] cursor key, 

it Position the cursor to the file name of interest using the cursor 
key. 3 or (vj and press the space key. Data loading from the 
disk will be initiated. 

* If there is no desired file, then position (he cursor to END on 
the file name screen with the @ cursor key and press the 
space key. The display returns to the screen in step 2. 
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c, LOAD TAPE DATA mode 

* Position the cursor to LOAD TAPE DATA on the screen and 
press the space key. The following screen will appear and data 
loading from lape will be initiated. 


tape-load 

SEARCH FILE 

RANKING 


RC-7D1 



* In the tape data load mode, the file names are fixed The name 
of the ranking file is RANKDT nn (where nn are last Iwo digits 
of the cartridge model number; lor example, nn £5 for 
RC725}, 

# if another file name is found, then the display changes to the 
following screen. This indicates file skip. 


TAPE-LOAD 

SEARCH FILE 

RANKING 

SKIP FILE 

RC-TUT 

"RANKDT W" 


# If iho proper file is lound. then (he message screen disappears 
to indicate data load start. 

★ After cdmpleiing initialization and returning to the screen in 
step 1, choose START GAME on the screen and press the 
space key. A GAME screen wifi appear. At the moment the 
game starts, the player name input prompt shown in 1 . 1 . 2 . is 
displayed Inpul the player name and Ihe game will begin. 


1.1.2* Registering Player Names - [a] thru \I\, [o] thru [I], □, 0 . 
ret] - 


A, Function 

* Operation described in 1.1.1. enables the input of ranking data. 















Player name input is also needed for ranking. This must be 
done before game start but after ranking mode setting. 

* II the game has 1P-2P selection function, name input is 
required tor both 1P and 2P 

it The Input names are valid until the MSX is turned off; the initial 
input player names are not lost even it a player name change Is 
made during the game, 

B. Operation 

|1) After setting the ranking mode, choose START GAME on the 
screen and press the space key. A game screen will appear. 

[2) When the game starts, the following screen appears. 


ranking 

tP NAME= ■****■ 


NAME =.) 


INPUT IK NAME 

RC-701 

■ 


(3) With [a] thru \z\ t El thru [$J and Q keys, input the appropriate 
player name that contains no more than B characters, 

(4) To correct the input name, use the | as I of cursor [<j] key. 

(5) After input, press the {ret] key. The screen changes to the 
following 


RANKING IK NAME = A8CD 
(2P NAME = EFGH) 
*OK 
RiTRY 


(6) If the names on this screen are acceptable, specify OK on ihe 
screen. II the names are to be cor reeled, specify RETRY on the 
screen and press the space key. 
f7) Specifying RETRY, restart from step 2. 

(8) If the game required 1P-2P selection, perform steps 2 thru 6 for 
2P. 9 









(9) After the- name input is completed, the game starts and the 
score of each player is entered in la the ranking data together 
with his name, the ranking can be displayed at any time using 
the ranking display function described in 1,1,3. 


Dt.3. Displaying ranking data - | stop 1 , 


CTRL 


. [space ' 


A. Function 

In the ranking mode, the ranking data can be displayed at any 
time during game play. 


B Operation 

fl) Slart (he gojmejiri accordance with the procedures descrrbed. 
f&) Press Ihe [ sto p | key during ihe game play to pause Ihe gamr.- 
(3) Press Ihe [cTrl - The loilowmg menu screen wilt appear 


MENU*- 

#DISfc SAVE 


DISK LOAD 


TAPE SAVE 


TAPE LOAD 


RANKING 

RC-701 

END 


{4) Position the cursor to RANKING on the screen using the 
cursor key 0 or @ and press the space key. The following 
screen will appear. 


RANKING ^DISPLAY DATA 

CHANG! NAM! 
PRINT DATA 
RC-701 END 
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15) Choose DISPLAY DATA on I he screen The following 
RANKING DATA screen will appear. 


RANKING 

^1. KONAMI 

==10000PTS 


2.ABCO 

= SOGOPTS 


3.EFGH 

— 8SD0FT5 


4*XYZ 

- SOOOPTS 

RC- 701 

S.J|K 

= 10O0PTS 


* The data for KONAMI on the screen Is displayed as an 
example when the ranking mode is initialized, 

{6) Only five ranks are displayed or one screen. Ten ranks can be 
observed by pressing the cursor Key 


RANKING 

#6J 1 1 

—500PTS 


74 1 i 

= 100PTS 


H.KKK 

— StIPTS 


9.L 1 l 

= 10PTS 

RC-701 

1U.MMM 

= 10PTS 


(7) Alter observing the display, press the space key, The display 
returns to the screen in step 3. 

(B) To restart the game, choose END on the screen and press the 
space key The menu screen disappears and th^ game screen 
reappears At this time the game is still in the pause state 

key. The pause state is cleared and the game 


0) 


Press the 
restarts. 


STOP 


1.1.4. Printing Ranking Data - [STOP | , j CTRL 1 


SPACE I 


A. Function 

You can print out the ranking data on your printer 
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B. 

( 1 ) 

( 2 ) 

(3) 




( 6 ) 

1 . 1 . 

A. 


B, 

(1) 


Operation 

Start ihe game in accordance with the procedures described in 


11,1 and 1,1,2. 

Press the j stop | key during game pt&y to pause the game. 
Press the 


CTRL 1 key. The following menu screen wilt appear 


MENU 

*[>ISK SAVE 


DESK LOAD 


TAPE SAVE 


TAPE LOAD 


RANKING 

RC-701 

END 


Position the cursor to RANKING on I he screen using the 
cursor key @ or 0 and press I he space key. The following 
screen will appear. 


RANKING 

-►DISPLAY DATA 


CHANGE NAME 


PRINT DATA 

ttC-70? 

END 


Choose PRINT DATA on the screen and press the space key, 
Ranking-data print-out will be initiated 

5. Saving of Loading Ranking Data 

Function 

You can save (record) or load (read out) (he current ranking 
data onto tape (or disk). 

Operation 

Start the game in accordance with the procedures described in 
111 and 112. 













STOP 1 key during game play to pause ihe game. 
Ctrl ] key. The following menu screen will appear. 


(?) Press ihe 
(3} Press ihe 


- menu- 

DISK SAVE 


DISK LOAD 


TAPE SAVE 


TAPE LOAD 


RANKING 

RC-701 

END 


For data saving on casseHe, tape proceed as lollows: 

(4) Position Ihe cursor lo TAPE SAVE On the screen and press I ho 
space key The lollowing screen will appear 


TAPE-SAVE «*Ht SCORE 

SCREEN DATA 
GAME DATA 
RANKING 

RO701 END 


{5) Position the cursor to RANKING on the screen using the 

cursor key (a] or^ and press the space key. The ranking data 
is saved on cassette tape. The names of the Hies being saved 
are displayed oh Ihe screen for a while. 

For data saving on disk, proceed as follows 
[6} Choose DISK SAVE on the menu screen in step 3 and press 
the space key. 


TAPE-SAVE 

FILE NAME 

ranking 

"RANKDT01" 

RC-701 



























(7) Position the cursor to RANKING on the screen and press the 
space key. 


DISK-SAVE 

#HI SCORE 


SCREEN DATA 


GAME DATA 


RANKING 

HC-701 

END 


{3} Input the name of the file to be saved. With (a) thru and [0] 
thru [D - Inpul the name that contai ns no more than 8 characters 

(9) To correct the input name, use the | asl and cursor 0 keys. 

(10) Alter Input, press the [bet] key. 

(11) The fife with the Input name is saved on disk 


For data loading onto cassette lope or disk, proceed as follows 

(12) Choose TAPE LOAD or DISK LOAD on the menu screen In 
step 3 and perform, the procedure described in 1,1.1. 


1.1.6. Changing Player Name 

A, Function 

The player names for ranking can bo changed during game 
play by using this function. 

B. Operation 

(1) Start the game in accordance with the procedures described in 
1.1.1, and 1.1.2. 

(2) Press the [STOP j key during gama play to pause the game. 

(3) Press the [Ctrl J key The following menu screen will appear. 


- menu- 

•♦DISK SAVE 


DISK LOAD 


TAPE SAVE 


TAPI LOAD 


RANKING 

It C-701 

END 















(4) Portion the cursor to RANK ENG on the screen and press the 
space key. The fo!towing screen will appear, 


RANKING ^DISPLAY DATA 

CHANGE NAME 
PRINT DATA 
ftC-701 END 

(5) Choose CHANGE NAME on the screen and press the space key, 

(6) Input the new player name as described in 1.1.2. 

2.0 Savmg or Loading High-Score Os la 

A. Function 

You con save or load the current hlgh-scom data onto disk {or tape), 

8. Operation 
(1) Press the 
|2) Press Ihe 


P+niSK SAVE 

DISK LOAD 
TAPI SAVE 
TAPE LOAD 
RANKING 
END 


For high-score data saving on disk, proceed as follows: 

(3) Choose DISK SAVE on the menu screen in slep 2 and press 
the space key, The lollowing menu screen will appear 


DISK-SAVE 


RC-701 


#HI SCORE 
SCREEN DATA 
GAME DATA 
RANKING 
END 


MENU— 


RC-701 


stop] key during game play to pause the game, 
Ctrl key, The following menu screen will appear, 
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(4) Choose HI SCORE on the screen and press the space key, 


DISK SAVE INPUT FILE NAME 

HI SCORE ■ 

RO701 


(5) With 0 Ihru \J} and(o] thru j g] keys, name the data of interest 
with S or less characters. 

(6) To correct the input name, press the [ 8S | and cursor 0] 

keys. | 

(7) Alter input, press the jRET j key, 

(8) The file with the Input name is saved on disk 

(9) When the data saving Is terminated, the display roiurns to ihe 
screen in step 2. 

To return Ihe game, choose END on the screen and press the 
space key. 

(10} The menu screen disappears andag&mescreon reappears. 
Press ihe [stop | key The game real arts. 

To toad the high score data from disk, proceed as loliows 
(11}Choose DISK LOAD on rho menu screen In step 2 find press 
the space key. The following menu screen will appear 


DISK-LOAD 

■frMI SCORE 


CAME DATA 


RANKING 

RC-7M 

END 


{12) Choose HI SCORE on the screen end press the space key. 


DISK-LOAD 

SEARCH FILE 

HI SCORE 


RC-701 





















